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DRAGON® Magazine has printed 
numerous unofficial character classes for 
the AD&D™ game in the past, and it isn’t 
unusual to run into a few Antipaladins, 


No matter 
how fun or 
“realistic” 
critical hit, 
fumble or hit 
location 
tables are . . . 
they slow 
down the 
flow of the 


be poorly done (as might be said of the 


id gloves in gaming sessions, and given a 
ireful going-over. A class^might^prove 




lem in using the system itself. Nothing’s 
perfect, and feedback on suggested vari- 

Special character abilities 

One of the earliest sets of unofficial 
D&D® game supplements, not published 
or authorized by TSR, Inc., was the 
Arduin Grimoire. Though this system 
was eventually expanded into its own 


Some referees, seeing that the clerical 
turn-away table in the DMG does not 
seem to follow a straightforward progres- 

own tables for use in their campaigns. 
























A D&D® A1VD All&M GAME FEATURE 


The Fighter 



















TWO NEW NPCS 


REN DWARFENSON 

MODIFIED ARMOR CLASS:-/ 
MOVE: 6" 

HIT POINTS: 49 
NO. OF ATTACKS: 1 
DAMAGE/ATTACK: 2-8 *5/2-8 *3 (vs. 
giant class 3-12 *6) 

SPECIAL ATTACKS: *1 to hit on 
goblins, ores, and hobgoblins 
SPECIAL DEFENSES: save at 4 
levels higher 

MAGIC RESISTANCE: As above 
SIZE: S(4') 

ALIGNMENT: Neutral 
FIGHTER: 8th level 
PSIONIC ABILITY: Nil 
S: 17 I: 10 W: 6 D: 17 C: 18 Ch: 11 

Ren Dwarfenson is the loyal henchman 
of the mighty wizard, Lidabmob. The 
dwarf rose in ability and power while 
adventuring with this magic-user. 
Although most dwarves search for ordi¬ 
nary gold and glory, Ren has modified 
this stereotypic trait somewhat by pro¬ 
fessing an interest in magical things. 

His magical items include: a dwarven 
throwing hammer, *1 chain mail, 13 
shield, Ring of Invisibility, Hying car¬ 
pet, and many potions. 

Ren’s greatest passion in life is to 
fight giants of all types. He personally 

5 frost giants, 17 ogres, 9 fire giants, 3 

highly regards all magic-users and their 

their way during combat or while in the 
towns he frequents on the Wild Coast. 


Ren has shaped the largest share of 
ven woman. He refuses to talk about 

brings home from his adventures goes 
into additions to this already substantial 
work. The sculpture is worth over 
l,000,000gp. 

Ren has also started collecting rare 
art objects from the numerous treasures 
he has gained. Although often chided 
by his comrades on this “undwarvenly” 
interest, they all respect the value of his 
collection, which includes sculptures in 
jade, amber, ivory, and diamond. 

Ren has a group of nine dwarven 
men-at-arms that he takes with him on 
less dangerous quests. These fighters 
usually stand guard over Ren’s trea¬ 
sures. Each of them has a magic 
weapon given to them by Ren. 

Created by James M. Ward 


GUNGIR WOLFBLOOD 

ARMOR CLASS: -1 (2 from behind) 
MOVE: 12" 

HIT POINTS: 83 
NO. OF ATTACKS: 3/2 (2 w/bow) 
DAMAGE/ATTACK: By weapon 
type (+3) 

SPECIAL ATTACKS: Magic weapons 
SPECIAL DEFENSES: Magic devices 
MAGIC RESISTANCE: Standard 
SIZE: M(6’3"tall) 

ALIGNMENT: Neutral 
FIGHTER: 8th level 
PSIONIC ABILITY: Nil 
S: 18(03) (*1,*3) I: 15 W: 11 
D: 13 C: 17 CH: 12 

Gungir Wolfblood is a half-ore who was 


raised by a barbaric human tribe in a 

orcish society, he has few of the man¬ 
nerisms that one would expect of him, 
though he is still a rough and uncivil¬ 
ized character. He speaks the common 
tongue and his alignment language. 

Rejecting the use of heavy armor, 
Gungir wears only furs and light cloth¬ 
ing. A set of Bracers of AC 2 and a *3 
medium shield serve him well as protec¬ 
tion. A Ring of Water Breathing on his 
left hand allows him to swim without 
fear of drowning, and he has learned to 
be proficient at underwater combat 
using a short sword. A *,3 Scimitar 
named Slayer (with no intelligence) and 
a *2 throwing axe round out his major 

made to allow his strength bonuses to 
apply to missile fire. 

Gungir is well aware that his orcish 
looks can bring unwelcome attention, 
so he is careful about his traveling com¬ 
panions. It is difficult to resist his air of 
command and experience, however, 
and he knows how to manipulate the 
attitudes of those around him. He 
strongly dislikes dwarves and elves, 
mainly because of their dislike of his 

humans, however, and has led several 
adventuring expeditions. 

Gungir is being hunted by agents of 
several orcish tribes, in retaliation for a 
raid he once made against a temple of 
Gruumsh. He feels no particular racial 
loyalties, and is regarded as a traitor 
and renegade by ores in general. He 
maintains a footloose lifestyle, never 
settling down for longer than two weeks 
at most in any one particular place. 

Created by Roger E. Moore 


POLYHEDRON™ Newszine wants your characters! Send in a couple of your favorite regulation characters in the for- 
legibly-writtcn character sketches soon, and maybe you’ll see them in the next issue of POLYHEDRON Newszine! 
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Wishes have their limits 








A Wish can do anything not 
specifically prohibited by the rules, 
as long as no clear-cut violation of 
the rules is involved. 
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If an 18 th-level magic-user casts a 
Wish spell. . . his effort cannot be 
undone by someone else wearing a 
Ring of Wishes, even if that someone 
else is higher than 18 th level. 









A ROLE-PLAYING GAME FEATURE 











Dungeon Masters sometimes make 
mistakes. Big deal! If you make an 
honest error as a DM, you can rectify 
it if you want — that's one of the 
Dungeon Master’s prerogatives! 


At this stage of role playing, many players 








Consequently, as a DM, you need to 









DISPEL CONFUSION 
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